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THE SITH LORDS 



8B0UT PKOTOSCnSITlUC 8CI8URC1 

A very smi II percentage ot people miv experience a seizure 
when e«»oseO to cailotn visual imoges, including flashing lighli 
Of panerns thai may appear in video games Evan people who havt i 
no history of seizures or epilepsy may have an undiagnosed cond« 
uon thai cm cause- these "photosensitive epileptic seizures" while 
watching vidvo gomes. 

These senates may have a variety ot symptoms, including lightheaded-nets ' 
' altitied vision, eye 01 lace twitching, Jerking or shaking of arms or logs, 
disorientation, confusion, or momentary lois of awareness. Seizures may also 
eiuit leu fit CMieiouintu or convutnoni that can lead to miury from f atlmg 
down or sinking nuotby obiocls 

Immediately stop playing end consult a doctor if you experience eny ol these 
symptoms Peients should walch lot ot ask ttioir children about the above 
symptoms— children and teenagers are more likely than adults to experience 
these liiruiei- 

The risk ol photosensitive epileptic seizures may be reduced by lining farther 
from the television screen, using e smaller television screen, ptaymg in e weH-W 
room, end not playing when you ere drowsy 0/ teogued 

It you or eny ol your relatives hovu a liistuty of soizuros 01 opilepsy. consult a 
doctor before ploying 

Other Important Health and Safely Inlormnlion The Xbox Instruction Manual 
contains important health and safety Information that you should read and undo* 
stand before using this sottwiire 

flUOID DftmflCC TO VOUR TELCUiSIOfl 

Do not use with certain televisions. Some televisions, especially front- or rm 
projection types, con be damaged if any video gomes, including Xbox gomes, are 
ployed on them. Static images piustwttid duimQ the normal course ot QemepUv 
may 'burn in' to the screen, causing a permanent shadow of the static image to * 
appear at all tunas, even when video games are not being played. Similar damage 
may occur Irom sialic images created whon placing a video game on hold 01 
pause. Consult your television owner's manual to determine it video games can 
be played safely on your set If you are unable to find this informeoon in the 
^ owner's menus), contact your television duolo or the manufacturer to 
LV\ determine if video games can be played safety on your sat 

^ "• Unauthorized copying, reverse engineering, transmission, public 
performance, rental, pay for play, or circumvention of copy 
protection is strictly prohibited 
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In-Gamo Menus 

Equip. 

Party Inventory 

Character Inlo 

Abilltiw. 

Party 

Journal - 

Messages 

Map 

Options 
Cheracter Generation 

Character Classes . 

Character Portrait. . 

Ami butoi 

Skills . 

Mi. 
Character Name 



lying the Gem? _ 
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ce Powers — ._._ 
quipment — — ._ 

Wee pons 

Armor _ 

tmplams end Shields 
Upgrading Weapons/Armot 

Creating/Breaking Down Items 

Mini Games , 

Pezeak 

Turret Encounters. 

Swoop Racing , 
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Software Ucen&e/Limrted Warranty 
How To Contact LucasAns 
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is a pcrilous Time TOR 

HC CfiLflXV... 

brutal civil war has all but destroyed the Jedi Order, 
aving trie oiling Republic on the verge of collapse. Amid 
o turmoil, tho evil Sith have spread across the galaxy, hunt- 
ig down nnd destroying the remaining Jedi knights Nanowly 
scaping a deadly Sith ambush, tho last known Jedi clings to life 
board a battered freighter near the ravaged world of Peragus... 
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RfucnonM mo *t«nTTXv»*rnc- 



LETT THUmBSTICK 
O AICHT THUmeSTICK. 

OIRCCTIOrtRJ. PRO 

© RBUTTOn 

O BBUTTOn 

O V BUTTOO 

© X BUTTOfl 

O BUCK BUTTOfl 

UIH1TC BUTTOfl 

STfWT BOTTOn 

BftCK BUTTOfl , 

ten tmgccr , 

Q RICriT TRKCC* 



Move (he selected character. 

. . Contiol Camera. Move left or right to 
rotate the camera Click lor Irae loot 

Cycle through the Action menu. 

Default action. 

. Cancel/Disengage Combnl 

. . Delete action Irom Action Queue 

Add action to Action Queue 

. . Cycle through characters. 

i . . Pause combat 

. , . Access i n a .urn; menus. 

, ..ToggloSolomodo. 

. . . Cycle through targets or cycle 
through menus. 

. Cycle through targets or cycle 
through menus. 




ew cftmc 

arts a new game d( Star Wars' Knights ol the 
d Republic' II: Tho Sith Lords* 

ORD CRITIC 

iads e previously saved gome. Soloct o file 
ilng tho directional pad or halt thumbstick, 
id press the A button to load. II more than 
nc character has boon created, press X to 
witch between characters. If all saved files j 
ir a character hava been deleted, that 
harector will no longer bo available flf 

0UIC8 

atch movies previously seen in the game. 

PTions 

dgust sound, controls, and other preferences. 
e Options on page 10. 
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1. TARGET IflFORmRTIOn 

The current target's name, status, and vitality points A blue targei box 
Indicates non-hostile characters or creatures, as well bs items such at 
doors and containers. A red target box indicates hostile characters or 
creatures. To cycle between targets, pull the loft or right triggers 

3. mini-map 

Shows the character's immediate surroundings as well as tha charac- 
ter's heading. 

3. RCTion menu 

The Action Menu Is used to access skills, teats, items and Force 
Powors, The icons on this menu can ba cycled through at any time by 
using the directional pad. The icons in the Action menu will change 
depending on tho typo ol target selected. A highlighted icon can be acti- 
vated by pressing the A button. The icons in order from left to right ore 
physical action (including Attack, Switch Weapon, feels, end skills), 
offensive Force Poweis, offensivo items, defensive Force Powers, defen- 
sive items. Forms, and behavior. 



ess the START button Id bccbss in-game menus. 

e left and right triggers change menu screens and 
,e loft thumbstlck or directional pari moves the cursor in 
ach screen. Pross the START or B buttons while in an in- 
ime menu to return to the game. 





QUIP 

Oe.rt.u-. How well the character is protected. The higher b char- 
ter's Defense, the less likely they are to be hit by enemios. 
, PlrrneH Bonusj'Lci i rwo Bionl tr*ii»Nj iinNOe.- The 
luck bonus for each hand. 

, DnMnisr^Lcrf nuo Pliant (Mmwl Mnwuut The damage 
■used by the weapon equipped in each hond. 
. fiuMiLnuLc Cqlupmi mi Equipment that can be equipped to the 

ighlighted slot 

, ftHMtm nwo WcnnuNy Slocs Characters con equip various 
rmor, weapons or items to each of these slots. Each slot displays the 
iuirentty selected equipment. 

My equipment usable in a particular slot is displayed on the left-hand 
lido of the screen. To equip an item, highlight the slot location and then 
iross the A button Next, highlight the item to equip, and press the 
k button to confirm, or press the 6 button to cancel a 

"OTE: Equipment is restricted to a specific location on a chBr- ^ 
"ir's finely Also, droids and humanoids have slightly dtf- 
nt equipment slots. 




Here ate the various slot locations on each thoracic 
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n. UriLiiu/'iMii. 

Q BcM3U"/ / lknaocnH 

O. uriLii-i^OLDuca 

D. Si'tcniL Wci'1'uh.'Smh.i.u 

C Pi.nn«JGVOnMOR 

F, 3orr.im Wrnpnw/'SKiCLn 



6 Leri Mcamw 

H Bi-ttuo^BcL. 

I. Rtotii HcnnoM 

.1 (ii . u ■ I W 

H- nutC"*">ic Ridhi 1 I 



NOTE: Thar e Bra two available configurations lor flight and Lett Weapon* 
Press thn X button to switch between configurations on this screen. 

partv inuenTOftv 

The Party Inventory sctaan shows all items owned by the party. 



LTEru Press the Y button to select lilters 

i Uio Inventory list and show only certain typos of itoms. 
imnimr. IrtHii Highlighted items reveal a description, 
so the lelt thiimbslick to scroll through lha listed items. 
Ne selected item's description is displayed to the right Use 
10 right thumbstick to scroll through the text description. 

H8RRCTCR IftrO 






PI DUCi B The current scares (or each of the su attributes. 

Uirnum Powra lunj« The character's curront and maximum 
ility points. Whan VP roaches 0, the character is unconscious. 

Fan [1 i '1 The character's curront affinity (or the 

rco. Wlienevor a Force Power is usod. some FP aro oxpended Force 
ints regenerate naturally During combat. FP regeneration occurs at a 
jatly reduced rale. 

tunr Mir mm i The character's current experience point IXP) total 
>d tho number of experience points needed to achieve the next level 
i Fii h.'im. pj, , The mater, along with background color, fecial 
pression, ond stance, show a character's alignment to the light 
dark sides of the Force. Some actions taken throughout the 
imn have a subtle effect on a character's alignment 






ABILITIES 

Press the y button to switch between Skills, Powers, 
and Feats Use the D-pad to navigate between abilities, 
and the right th umbstick to scroll through the description 
ot an ability. 
NOTE; The force Powers menu is only available to Jedl classes 




PftRTV 

Highlight a character and press the A button to add or remove them Ifora 
the peity. Press the START button to confirm the changes you have 
made to your party 

NOTE' Up to two companions may accompany you at one time. While in 
hostile regions, you will be uiiuble to change your parly. 
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lOURflflL 

ress the Y button to son quests based on different 
Dtegories. Use the directional pad to highlight a quasi 
nri view the currant information on it. Active Quests oie 
lose that you have not yet completed 





XSSflCGS 

rasa the X button on the Journal screen to access messages; the 
Croon keeps a log of the most recant critical information for the current 
raa Press ttiB Y burton to toggle between DIALOG. FEEDBACK, COM- 
AT and EFFECTS. 



he Mep screen shows your location on the current level Important 
icatJons aro marked with map notes. To select a different mep note, use 
»e loft thumbsOck or directional pad. Exploring reveals more of the mop. 

IrrnnwiWB 1a rnc EnoN Miimh oh Hoi-il B 

d instantly return to the Ebon Hawk or a particular home base, press the 

; button on the map screen. 

JOTE Returning to the Fhon Hawk can only ba used when the pany is 
n a safe situabon. This option cannot bo usod during combat, and Y 
n some oroas of tho game this option is completely disabled. 
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opnons 

I Q m ■ To load a game, press the O-pad up or down to highlight 
the correct saved game die. and then press the A button. To delete e gamo. 
press tho V button then confirm your choice by pressing the A button on 
the confirmation screen (or B to cancel). 

Snue Gnr-t' i Select an empty slot or previously saved game and over- 
write the existing data, and then press the A button. To switch between 
different characters' savo games use tho X button. Only ono Auto-savo 
slot is available. Each character does not got on Auto-save slot 

«m Adjust various gamopiay settings, including difficulty level 

Toggle the various Feedback options. 

nor o - Pnuoc . Choose tho conditions under which the game will auto- 
matic ally pause. 

GnndHios/'Suouoi Ad|ust the brightness and various sound levels. 

OwTi Ends current game and returns you to the main menu. 

CHRRfiCTCR GCllCRRTIOn 

When starting a new game you must first create a character You have 
the option of creating a quick character, which automatically 
assigns stats recommondod for tho class, or you can customize 
many details about tha character. 

CHARACTER CLASSES 

There are three character classes to choasa from at 
the start ol the game, each wild male and (email 



versions. Use the left thumbstick or directionul pod to 
select your class and gondor. Pross the A button to 
confirm your choice 

Jedi Class Baste Slals 






*itAim roiwis. fima rniim,- 

LtVIl "OcnuoN FiogiiiWM no«rani 



Jedl Guar (Jian 
Jedi Consular 

Jofl i Sisftiiflfll 



Slow 
Slow 

AvetDUf 



Fast Average 
Slaw Fast 

Avtini'i 



CHflRflCTCR PORTRAIT 

Press the D-pad or left thumbstick loft or right to cycle through different 
heads for the main character. To solect a portrait, press tho A button 
to accept. 

ATTRIBUTES 

Attributos affect you' character's ability to use Forca Powers, fight m 
combat, and employ skills. For all attributes a value of 10 is considorod 
average. You begin with 30 points to spend. Select an attribute and 
add or remove points by pressing right or left on the left thumbsuck or 
D-pad An attribute may not have a value less than 8, and the point cost 
increases as the value gels higher, up to a max of IB. Throughout the 
course of the game you will Find items that will improve your attributes. 

Sun No in tSTTU' A high Strength improves your abilities in melee 
combat by increasing both your chance to hit and the damage you inflicL 

Fir i. . i m 1 1 1 [DCl Q. A high Daxtanty improves your chonce to hit with 
ranged weapons and also incroasos your Defense. 

Cqnbi irunoN f CONl. A high Constitution increases your character's 
vitality points. Constitution also determines what types of implants the 
character can equip. 

iNrcu "icucr (INTJi A high Intelligence increases the number of 
point5 a character has to spend on skills, end it can affect some conver- 
se liun options. 

Wiooot-i fwtsli A high Wisdom increases a Jedi's Force Points 
and Forco Power saving throws The Force Powers ol a Jedi with ^k 
high Wisdom era also harder to resist Additional conversation ^J 
options also become available with a high Wisdom. ^^p 

C'lnmiiMM [crinl 1 Ahigtt Chonsma odds modifiers to .^fl 
Force-related feats and powers that are very impor- 
tant to all the Jedi classes. It is also centra! to any 










persuasive talker, li also 'educes the penalty when 

using Force Powers of an opposing alignment (a light 

side character with a high Charisma can use dark side 

powers vOith less of o penalty), and a high Charisma also 

improves your companions' chance to hit. 

SKILLS 

Skills primarily relate to non-combat situations, and in some 
cases will allow the party to avoid combat altogether. Each skill 
relies on a particular attribute. 




noMourm unr i Related to Intelligence. Used with computer spikes 
to access computer terminals. Harder tasks require more spikes. This 
skill reduces tho number of spikos noodod by I for ovory 4 points total 
Computer use also allows the creation of items that involve fine electri- 
cal work, such as some advanced weapons upgrades. 

DcMULiiiufcti. Related to Intelligence. Used to set or disable mines ol 
low IDCI5 to set), modium IDC20 to sot), or high difficulty (0C25 to sol). 
Disarming adds *5 10 the DC Recovery adds *I0 Cannot be used 
untrained. Demolitions aids in the creation of items that are explosive in 
neture. such as mines and grenades. 

ii Related to Dexterity. Enables tho uso of stealth field 
generators and Stealth mode (see page IB). Combat cancels 
Stealth mode. Cannot be used untrained Stealth is used in 
the creation of items involving sound 01 camouflage. 

ftwnncNi: - Rotated to Wisdom. Holps spot hid 



an objects or enemies and also allows you to sense 

la motives of others in conversation. This skill is 
checked ogoinst an enemy's Stealth skill or the OC of a 
mine If successful, the enemy or object becomes visibl 
Awareness is always active, but running imparts e -5 penally. 
Awareness also affects what types of scopes and lenses you 
.can create 

pr iw Related to Charisma Persuade dialogue options use 

friendly coercion to press for sensitive information or avoid conflict- 
Higher skill allows for more extreme requests Only available to the main 
player- c rooted character. 

Related to intelligence Used with disposable parts to fix dis- 
abled droids. More difficult repair jobs require more parts. This skill 
reduces the number of ports required by I for every 4 points total. Also 
^noddies vitelity points rocovorod when used by party member droids to 
repair combat damage Repair also determines how many components 

Ere obtained when breaking down items at a workbench and is a key 
till when creating many types of items. 

Icoumt.i. Related to Intelligence. Used to open electronic locks, 
appears as an option on targeted locked objects Security 
unnelers in Inventory will also appear as a default option 
ind odd to the skill if selected. Cannot be used untrained. 
Security also aids in the creation of several types of 
ems, including those involving ions. 

nrni im.rhimi Related to Wisdom. This 
lull is edded to the vitality points healed by 
ledpacs Higher quality packs apply rmirti- 
liert to further increase the amount heeled 
real Injury also affects ones ability to 
reate an assortment of items and 

I determines how many chemicals are 
obtained when items are broken down 
at a lob station 



HfH 




fCflT8 

Feats ate primarily combat-focused abilities that allow a character to 
use specific weapons, ermor or items. They can olso grant special 
attacks or givo bonuses to skills and abilities. Characters are given cer- 
tain feats during character creation, depending on class. As characters 
increase tn level, they gain new foats. Each Character Class will gam 
certain teats automatically as they advance m levels. 
a Navigate tho feats screen with the left thumbstick or 
0-pafl to see e description of each feat Press the 
\ X button to learn a feat. 

NOTE: You must acquire lower-level feats before you 
can progress lo higher-level (eats. 

CHARACTER flRIHC 

^*v Create your own name, or uso one of the 
\ random default names (press the Y but- 
ton to generate namesl In many areas 
. ol the game, only the first name will 
1 bo used, so keep this in mind whan 
using spaces. The first name is con- 
sidered any characters before the 
first space. 



corc mccHflmc 

When you attack an enemy, uso a skill, or make a saving 
throw, a random number between 1 and ?0 is generated 
(1d20). Your character's attack bonus, skill, rank, or attribute 
modifier m added to this random number to determine success. 

comsRT Rno ocrensc 

Defense is a measure of how difficult a character is to hit in combat 
Defense is base 10 plus tho modifiers tor armor and Dexterity When- 
ever you attack an opponent, the Cora Mechanic; is applied like this: 
|ld20 ' attack bonus) versus Defense of the target. 
ixamplo: You have a total attack bonus of *4. You target an enemy with 
Dflfmise ol 16. You would hit on a 12 or higher |12 • 4 (attack bonus) -16]. 

DlfflCULTV CLASS 

The Difficulty Class (DC) represents tho relative difficulty of e task. DC 
applies lo skill use end saving throw attempts. 

QUILLS r»WD DG 

M you have a skill thai is usable on a target, it will be seloctablo in the 
Default Action list The Core Mechanic is applied like this: |1d20 • skill 
rank ♦ Attribute modifiers] versus the DC of the task- 
Example: You have 3 skill ranks in Demolition* and an Intelligence modili 
ir of ft You attompt to disarm a simple mine (DC15) If the skill check is 
or higher [10 ♦ 3 (skill rank) *2 lint modifier) ■ 15) you disarm the mine. 

SnUlfOG r/HROWS HMO DC 

Saving throws represent resistance to certain atlBCks, effects or pow- 
irs. Tho Core Mochanic is applied like this: I id 20 ♦ base save by level I 
attribute modifier] versus the DC ot the saving throw. The three types of 
■ving throws and their linked attiibules are Reflex (Dex). Fortitudo IConl 
land Will (Wis). 

Example You have a base Reflex save of 7 and a Dex modifier of *4 You 
are hit with an adhesive grenade (DC25). II your saving throw is 14 oi 
higher f 14 * 7 (Redox savo) I 4 (Dex modifier) » 251 you would avoid get- 
ting stuck 

i When a character attacks, and the randomly gener- 
ated number is a 20 lout of the possible range ol 1-20), there is a . 
chance that ihey have scored a critical hit This is called soor- ^M 
ing a "threat " Another number is generated, and if that num- ^^f 
ber equals a hit. then a "critical hit" is scared and double ^f 
damage is indicted upon the target. Some weapons or 
feats increase the 'threat range,' meaning you can 
score a threat on a lower number 



COfflBfiT DISPLflV 

The Combat Display contains important information 
about etch character, including character portraits of 
party members, remaining Vitality and Force Point*, and 
the Action icon 
NOTE: The Combat Display is visible only during combat 
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I. fjiiarncrar Porrrati 

-. Health [iiiiniuii namrsj 
3. force Power [tr oimoi loable) 
M. Cnar-iL| 

i nrgoracl Cnor-ii| 
B ik-i urn Uuoue 
7 nci ion Manu 

O. TarQBiad CneML| Info 
• ). OOMbal Massage 
to. Plot ion Bon 

orcn Pnn mi HI ■The bottom portrait Is the currently selected 
character It there ere multiple party members, the other portraits can be 
seen above the selected character's portrait To select a different 
character, press the Black button. 

< Phinis (UP1> The red bar represents a charac- 
ter's Vitality Points. Vitality Points docreaso whon a charac- 
ter takes damage from an attack or other effect. If the 
V total reaches zero, the character falls unconscious 
and cannot move or fight until healed. As long as 



one character in the party remains conscious to 
guard the others, the gome will continue. Vitality Points 
regenerate slowly ovor time. Medpacs wtll boost Vrtality 
Points quickly, as will the Force Heal series of Force Powers. 
Repair Kits will restoro Vitality Points of Droid characters 

i The blue bar represents a character's Force 

Points. Each Force Power uses Force Points when activated. 

A powor can't be used if not enough points remain. Force Points 

regenerate taster out of combat, although it depends on the bibb and 

your Force Focus feats. 

NOTE: Force Powers are only available to the Jedi classes. 

Tir-n Fiiwg-OiiHco Gar-v. When a hostilB creature is tar- 
geted, the game will pause (this feature can be adjusted in Options) 
Pross the A burton to engage the enemy, or choose one of the feats or 
items located in the Action menu. The game will then go into Combat 
Mode. In Combat Mode, the action quouo (groon rectangle) and the 
action box (red square) appear between the character portrait and thB 
Action Menu. Whenever a player performs an action, the action (repre- 
sented as an icon) will appear in the Action Box, unless an action is 
already in the box. In that case, the action appears in the Action Queue. 
When the curiam action finishes, Die icon in the Action Quouo moves to 
the action box. The character will now perform this action. To disengage 
from combat, press the 8 button, 

UsiHo .iK M But (ON Instead of pressing the A button to execute- an 
action, pross the X button to store up to three combat commands in the 
Action Queue. Once the commands ara entered, the character will 
attempt to follow each command in the list in tho order they were select- 
ed. For example, a character could be directed to use a madpac, use a 
Force power to heal tha group, and then resume attacking an enemy. 

hoHimo UaiNu n Pnit.u By default, party members will automati- 
cally ontor combat in response to the player engaging hostile creatures. 
You can change what Behavior they use Isee Behaviors, page 18, for more 
information), or give commands by controlling them directly. Press the 
Black button to switch between the different active party characters. 

■ CoMum Praurc Press tho White button to peuse oi un-pause 
the game. You can give characters commands while combat is 
paused. Commands selected with the A button are attempted 
as soon es pause is exited. If more than ono command is 
selected, only tho last one is attempted Commands 
selected with the X button are entered into the 
action queue 
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Stpm in Mnnr . Stealth mode covers the character 
in .1 camouflage field. Enemies must make an Awareness 
chock versus tho character's Stealth skill to see thorn 
This obilrly fs only useable by characters that have spent 
points in the Stealth skill and are equipped with stBBlth held 
generators (Exception: Force Camouflage allows a character 
to use Stealth ovon without a stealth held generator equipped) 
Combat cancels Stealth mode, but mundane tanks da not 

A n CnMcmrn no Dnnini To use a computer or n disabled 
' droid, press the A button while targeting it The Terminal Inteitace 
screen comes up. Sometimes you will havo the option to use computer 
spikes or ports to manipulate the computer or the droid The number ol 
spikes or parts needed is determined by skill in computer use or repair 

EHPenieniac Pqino hmq Shinini. Lcuclsi Victory in combat 
nml complirtiiig quists gamer Experience points IXPI. Many encounters 
reward tho uso of Iho Persuade skill to avoid conflict Generally, the 
harder the task, the more XP earned Periodically a character will earn 
enough XP increase in level, improving their Vitality Points, skills, and 
Forco Points and Powers (if a Jcdil At some levels, basic attributes will 
improve and now feats can be selected An "L" will appear on the 
character portrait to indicate that enough XP have been earned. On iho 
Character in-game menu press the A button to customize these improve- 
ments or the Y button to have these choices be made tor you based 
upon your character class. 

BGHflUIORS 

Set up simple commands lor party membBrx when they're not under 
direct control. The far right icon in the Action Menu shows which 
Behavior is currently being employed To change tho selected charac- 
ter's Behavior, scroll up or down until the dasirad Behavior is shown and 
than press the A button. The character's Behavior is not changed until 
the A buttuu is pressed. 

FlMiitCBiliut i The charocter will attack any onomy within range using 
their currently equipped weapon 

Dcr e mot >'- ' This Behavior is similar to Aggressive, except the char- 
k actar will move hack to the controlled character if limy hove 
^^ moved more than 5m away. Use this Behavior when you want 
. to prevent characters from chasing down distant enemies. 
,\ This behavior is the default 



iui The character will attack any enomy 
within range, but will not move from their current posi- 
I bon. Tins Behavior con be usoful if there aro many mines 
! nearby, 

I h h*jc> i di Tho character will provide ranged support They 
will switch to a molae weapon (if available in their secondary 
Weapon Configuration") to defend themselves from any melee 
) attacker, but will resume lenged support after ony noarby throats 
havo boon eliminated Characters using this Behavior will attempt 
to stay within 10m of the selected character. 
"Characters will fight unarmed if no moleo weapon has been 
equipped to the alternate slot 

.1 ■■ Uko Ranged, but will also use Jedi Powers. 

(Jedi Only) 

it unnirn. UKe Ranged, but will also throw grenades 
unless a party member might be hit by 
Iho blast (non-Jedi Only). 







I. GlIilHriCICH IN lilt CUNUUHJIKIUN 

d nit LRU Linc of frtC CoNucnonnow 

■>. e Rcaoowoen 
' I Flnnow lNPianriN6 RooitiDNriL RtanpMui flunnnuLL 

Many non-player eharaciers (NPCst can be dealt with through conver- 
sation instead of combat To begin a conversation, target an NPC and 
press tha A button The msm character created by the player initiates 
end begins speaking regardless of which party member is controlled. 
Press the directional pad or left thumbstick up or down to scroll the 
available responses Press the A button to select e response, or to skip 
through NPC dialogue. The option w use the Persuade skill may appear, 
and careful dialogue can sometimes circumvent dangerous situations 
Force Persuade options also appear for Jedi characters with the Affect 
Mind or Dominato Mind powors. Sometimes other options msy become 
avoileblo depending upon your skills and attributes For example, it you 
have a high Repair skill, you may realize thai a merchant is lying to you 
about Uie value of a droid he is selling. Also, your companions might pro- 
vide advice or comments during conversation, depending upon their par- 
ticular areas of expertise 



At a prvotBl moment in the game, the main effractor 
will be able to gain a new rank In his or her respective 
Jad) class. The new Prestige Class is bosed upon the 
cheiacler's alignment. In addition to incroosod stats, each 
Prestige Class also gains a unique Force Power 

PRESTIGE CLASS BASIC STATS 
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As b Jedi becomes moro powerful, different stylos, or 
Forms, are developed. Attar a certain amount of experi- 
ence is gained, a Jedt acquires an initial Form, whn.lt must 
be used until further Forms ere learned. Forms may be 
switched at any time through the action menu. To change the 
selected character's Form, scroll up or down until the desired 
Form is shown and than in ess the A button. Each Form provides 
both bonuses end penalties to cortain stats, so the key to using 
them dice lively is to choose the Form most appropriate far the 
situation There are a total ol 1 1 Forms, of which a Jedi can learn a 
maximum ol 7. Combat-based Forms are only active when a lightseber 
is equipped, while non-combat Forms have no restrictions. The ordei 
and typos of forms learned dBpond upon the Jedi's class. 

Tallin 1; Ughtsabot Forms vs. Various Combat Situations 
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fORCC POUJCRS 

Only a Jedi may use Force Powers. These abilities are attained through 
level advancement There ore throe types of powers: Universal, Light, 
and Dork. Light and Dark Side powers receive bonuses and penalties 
in relation to alignment. If a chaiaclui leans toward ono side, powers 
aligned with that sida require fewer Force Points to use. while apposing 
Force Powers become more costfy Universal powers are unaffected by 
alignment To view the powers and their descriptions, access the Force 
Powers menu through the Abilities menu. Secret powers can bo 
ocquirod through special events in the game. 



UJERPOnS 

Most weapons fall into five basic types, though more 

exotic weapons have been rumored to enst 

I ""-"» ■"■-•■ This category includes all non- 

X, ranged weapons other than lightsabeis 

OLnSiEn Puma. This category includes all small 
I side arms. 

EsLn This category includos two-handed blaster 

weapons, delivenng more power than pistols. 

LtwiiaftM rtai Only Jedi have the skill to use these weapons 
Any other users would be more likely to injure themselves man 
their opponents 

Iwnnr v Characters do not require a weapon proficiency to 
use grenades. These hand-launched explosives afoot anyone 
(friend or loel caught in the blast radius around a central target. 

ARITiOR 

Huaviei armor encumbers by restricting doxtority modifiers For example, 
e character with Dcx 18 normally receives a >4 Defense bonus A heavy 
battle suit might provide a Defense of 9, but restricts the maximum 
allowed DEX bonus to +1, for u total Defense increase of 10 Characters 
with exceptionally high DEX may be better off relying on a combinafion Df 
their unrestricted modifier and lighter armor, or even no armor at all. Note 
that many Force Powers cannot be used by Jedi wearing armor. Robes 
and some special types of armor do not havo this restriction 

"I Hi in • Jedi and other Force sensitive cultures often wear 
robos, Thoy do not restrict the use of Force Powers, though thi 
__ protection thay provide tends to be limited. Many lobes can pro- 
vide Jedi with other benefits, however. 

nLiBHi FlHMOfti Armor of this type offers good protection 
without hampering movement Best suited for characters , 
with a high DEX bonus. ^ 

Mr [hum FliiMar*! This typo ol armor gives solid 

protection with moderate encumbrance. It is 
I — Z_l good lor characters that see froquont com- 
bat Light Armor Is prerequisite. 




.. rii. mum- Heavy and complicated. 

I*B* I this armor type appeals to characters willing 
, *l to trade mobility for the best protection pos- 
sible. Medium Armor is prerequisite 
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~| imi'i '<••<: Implants are items which when equipped. 
"^ can affect various stats like Attributes and Skills Hardier 
___ characters, with a higher Constitution, are able to with- 

' stood the stress ot equipping more powerful implants. Once equipped 

in the Equip screen, they lake effect. 

SHIGLDS 

~| Si iieiOfh Shields increase resistance to certain types of dam- 
I \_*j age A shield's power lasts lor a brief amount of time, or until 
t ^"* enough damage is absorbed to deactivate IT. Shields must lust 
be equippod in the Equip screen, and then activated m-game via the 
items column in the Action Menu (Um fifth column from the left) 
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Upgrading weapons end armor can bu 
done at any Workbench in the gamu. Only 
certain types of weapons and armor can 
bo upgraded. The Inventory s-croan shows 
whether e given weapon Of a imor can bo 
upgraded In the item description. Using a . 
workbench, chooso what class of item to 
upgrade (melee weapon, armoi, lightsabct, 
or blasted by pressing loft or right on the 
D-pad. Press up or down to salect a specific 
weapon or armor within the class 

Armor has two slots available for upgrad- 
ing: the underlay and overlay. Melee 
weapons have 3 slots available for upgrad- 
ing: the grip, the energy cell, und the odgo. 
Ranged weapons have 3 slots available for 
upgrading, scope, firing chamber, and 
power pack. Light sabers have 6 slots 
available for upgrading. 2 power crystals, 
ihs color, Hie lens, lite emitter, and the 
energy cell 

Press the A button to select the item you 
want to upgrade. Navigate the slots with 
tho D-pad. Press the A button to select a 

slot, and then a list of available upgrades for the slot appears. Select on 
upgrade with the 0-pBd, and then press tho A button to put it in the slot 
Tho process can bo repeated for different slots if desired. When finished 
upgrading specific slots, press the X button to finish upgrading tho par- 
ticular weapon or armor. 
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Creating and breaking down itams can be done (torn 
Lab stations (for medical items end grenades) and 
Workbonehes (for upgrades) throughout the game. In the 
lab station/workbench minu, switch between breaking 
down items end creating items with the X burton. 

In a lab station you break down medical items 
Into chemicals, which can be made into new 
medical item? In a workbench you break 
down all other items into components, which 
cen be made into new upgrados. 

When breaking down items, the list {lab sta- 
tion) nr lists (workbench), shows all the items 
in your inventory that can be broken down 
into chemicals (lab stationl or components 
(workbench). In a workbench, press left or 
right on the D-ped or left thumbstick to switch 
between types of items that can be broken 
down. Press the A button to confirm that you 
wont to break down the tern 

When creating items, press left or right on 
the D-pati or left thumbstick to select which 
type of item you would like to create Press 
the A burton to confirm that you went lo 
create the item. 

Items which you have the skill requirod to 
create show up blue Items which you cannot 
create because you lack the skill show up gray. 




PR8RAK 

When challenging another player lo fl 
game of pe*aok. the first ordor of busi- 
ness is to make a wager on the match. 
Use the directional pad to change the 
amount wagered, and press the A button 
to begin the match A match consists of 
multiple sets. The first player to win 3 
sets will win the match and the wagei. 

Next select the side deck from the cur- 
rently available cards. The side deck 
must consist of 10 cards. Use the direc- 
tional pad to highlight a card and press 
the Y button to add it to the side deck. Cards can be removed from the 
side deck by pulling the right trigger to switch the selection, highlighting 
the card to be removed, and pressing the Y burton. Press the A button lo 
start the game once 10 cards are in the side deck. 

The object of the gama is to have the face up cords total higher than the 
opponent's hand without exceeding a total of 20 If a player's total is 
greater than 20 at the end of a turn (a 'BUST), the opponent wins iho 
set. A player must win three sets to win the match. When the match 
begins, four of the cards from the side deck will be randomly drawn to 
form the player's HAND during the match. 

The first card to automatically drawn from the main dock and placed 
face up. After each card is played, an additional card can be played from 
the HAND by highlighting the card and pressing the X button. Playing a 
HAND card is optional. Also, you can only play one HAND card per turn. 
' The player can also press the A button to END the turn, OR press the Y 
button to STAND with the current total. This continues until one player 
wins the set. Ties do not count Cards from the player's hand can only be 
used once, so the four cards must last the entire match. Special gold 
cards can be found throughoul the game that incroase your odds of win- 
ning dramatically 

Tip: If the total is over 20 after the draw and there is a negative card in 
the side deck, you can play it to bring your total back under 20. 
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TURRET CnCOUflTERS 

i SomBlimes you will need to men a turret 
in order to survive an onslaught of enemy 

' lighters or troops Aim Ihe tunnt's targeting 
reticle with the left or right thumbsuck, or 
the direcuonol pad Fire the cannons by 
pressing any burton 

swoop Rflcinc 

Swoop racing has established (isarf as 
the premier lorm ol entertainment on 
many Republic worlds. The devotion ol 
the fans is unmatched in other sports, 
and the beta fly on not only who will 
win, but also who will go down in the 
fieriest crash. 

Press the A button onco to activate 
thrusters, and move sida-to-side using the 
left thumbstick. Steei ovor the accelera- 
tion pads to receive speed boosts, and 
oach time the shift indicator tops out, 
pre si the A button again to shift to more 
powerful thrusters. The latest addition to 
the swoop bike is the ropulsor boost 
Press the B button 10 induce a "jump" 
that allows you to clear some obstocles. 

NOTE: Activating initial thrusters too soon, (ailing to shift at the optimal 
times or hitting obstacles on the course will all cause speed to drop. If a 
swoop bike is too badly damaged, it will cease to operate and tha race 
will ond. 
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PLEASE HEAD THIS LICENSE CAREFULLY BEFORE 
INSTALLING OR OTHERWISE USING THE SOFTWARE. 
BY INSTALLING OR OTHERWISE USING THE SOFTWARE. 
YOU AHE AGREEING TO BE BOUND BY THE TERMS OF 
THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF 
THIS LICENSE. DO NOT INSTALL OR USE THE SOFTWARE 
AND PROMPTLY RETURN THIS PACKAGE AND ITS CONTENTS 
TO THE PLACE OF PURCHASE FOR A REFUNO OR EXCHANGE 
SUBJECT TO THE RETURN POLICY OF THE RETAILER. 
The computer program, artwork, music, printed materials, on-line 
or electronic documentation, and other components included In this 
product and all copies of such materials as such as may be modified 01 
updated (collectively referred to as the "Software" I, ate the copyrighted 
property of LucasArts, a division of Lucasfilm Entertainment Company 
ltd and/or in affiliated entities or divisions, and its licensors (collective- 
ly referred to as "LucasArts" or "Publisher"!. The Software is non-exclu- 
sivcly licensed (not sold) lo you, and LucasArts owns and/or controls all 
copyright, tredo secret, patent and other proprietary rights in the 
Software. LucasArts may mako improvements or updates to the 
Software at any time and with or without notice lo you, which may bo 
automatically downloaded into the memory card(s) used in connection 
with the Software. Such updates or improvements may change the gome 
ploy associated with the Software 

Subject to the terms end conditions of this Agreement, you may use 
the Software, solely for your personal use and only in connection with a 
Microsoft Xbox video rjama system You may not circumvent or attempt 
to circumvent any technological measures in the Software or the media 
designed to prevent copying ui unauthorised access 

All rights DPI specifically granted under this Agreement are rosorvod 
by LucasArts and, as applicable, then licensors. You may not* 10 copy 
Hie Software m its entirety onto a hard drive or nthar storage device and 
you must run the Software from the included Digital Versatile Oisc 
("DVD"). 121 distribute, rent, lease or sublicense all or any portion of the 
Software; <3> modify or prepare derivative works of the Software, except 
as olhuiwise may bo allowed herein: (4) transmit the Software over a 
network, by telephone, or etnctmrucally using any means, or permit use 
of the Software, in a network, mulli user orrangomem or remote 
access arrangement except in the course of your network mulli 

\ player play of the Software over authorized networks in accor- 
dance with its documentation; (5) engage in matchmaking 
lor multi-player ploy over unauthorised networks; 

(6) design or distribute unauthorized levels, (7) reverse 
\ engineer Die Suftwaro, derive source code, or oth- 
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orwiso attempt to reconstruct or discover any under- 
lying source coda, ideas, algorithms, fife formats, pro- 
gramming or interoperability interfaces of the Software 
by any mesns whatsoever, except to the extent expressly 
permitted by law despite a contractual provision to the con- 
trary, and then only after you havo notified LucasArts in writing 
of your intended activities: (8) remove, disable, or circumvent any 
proprietary notices or labels c untamed on or within the Software; 
(91 iixport or re export the Software or any copy or adaptation there- 
of in violation of any applicable laws or regulations; or (10) commer- 
cially exploit tha Software, specifically at any cyber cafe, computer gam< 
ing center or any oilier public site without first obtaining a separate 
license from LucasArts (which it may or may not issue in its sole dtscru- 
I for such use, and LucasArts may charge a fee for any such sepe- 
licensa 

ju may transfer the Software, but only if the recipient agrees to 
cept and be bound by the terms and conditions ol this Agreement. If 
j transfer tin? Software, you must transfer all components and docu- 
intation. Your lights in and lo this license arc automatically terminated 
and when you transfer the Software. 
LucasArts warrants to the original consumer purchaser only that the 
idia furnished in this Software will be free from detects in materials 
6 workmanship under normal use for a period ol ninety (90) days from 
te of purchase las evidenced by your receipt). II the medio fur 
in Uiis Software pioves to bo defective, and provided that the 
al consumer purchaser returns tha media to LucasArts in accor- 
dance with the instructions in this paragraph, LucasArts will replace the 
detective media: la) free of charge lo the original consumer purchaser, it 
the media proves to bo defective within the ninety (90) day period follow- 
ing the data ol purchase, or (b| for a fee of S1S.QQ (all references herein 
in lo United States dollar si per DVD. if the media proves to bo defective 
after the expiration ol the ninety (90) day warranty period, provided that 
the request is made within a reasonable time Irom purchase, and 
LucasArts continues to distribute the DVD commercially. To obtain a 
replacement DVD, please return the defective DVD only, postage pre- 
paid, to LucasArts, a division of Lucaslilm Entertainment Company Ltd., 
P.O Box 10307, San Rafael, CA 94912. accompanied by proof of dote 
of purchose, a description of the defect, ond your name and 
return address, as well as a check tor 515.00 made payable to a 
LucasArts par DVD if niter expiration of the warranty period. A 
I ucasArts will mail a replacement to you. In the event 
lhat the Software is no longer available, LucasArts 
rttalns the right to substitute a similar product of 
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equal or greater value. This warranty is not applica- 
ble and shall be void if (he defect has arisen through 
abuse, misuoatment, neglect, or from normal wear ana 
tear LucasArts has no obligation to provide support, main- 
tenance, upgrades, modifications or new releases under 
litis Agroomont 

You expressly acknowledge end agree thot use of the 
Softworc is at your sole risk. Except for the limited ninety 1901 day 
warranty on Bib media set forth above, the Software and any relat- 
d documentation 01 materials are provided 'AS IS" and without 
warranty of any kind. LUCASARTS EXPRESSLY DISCLAIMS ALL WAR- 
RANTIES, EXPRESS AND IMPLIED, INCLUDING. BUT NOT LIMITED TO. 
THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A 
PARTICULAR PURPOSE AND NONINFRINGEMENT. LUCASARTS DOES 
NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE: 
WILL MEET YOUR REQUIREMENTS. THAT THE OPERATION OF THE 
SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE. OR THAT 
DEFECTS IN THE SOFTWARE WILL BE CORRECTED THE ENTIRE RISK 
AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE IS 
ASSUMED BY YOU, AND YOU (AND NOT LUCASARTS) ASSUME THE 
ENTIRE COST OF ALL SERVICING. REPAIR AND/OR CORRECTION. 
LUCASARTS SHALL ALSO NOT BE LIABLE FOR ANY DELAYS, SYSTEM 
FAILURES OR SYSTEM OUTAGES WHICH MAY, FROM TIME TO TIME, 
AFFECT ONLINE GAME PLAY IF APPLICABLE OR ACCESS THERETO. 
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED 
WARRANTIES. SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE. SHALL 
LUCASARTS. OR ITS DIRECTORS, OFFICERS. EMPLOYEES, LICENSORS, 
LICENSEES OR AGENTS. BE LIABLE TO YOU FOR ANY INCIDENTAL 
INDIRECT, SPECIAL OR CONSEQUENTIAL DAMAGES (INCLUDING DAM- 
AGES FOR LOSS OF BUSINESS PROFITS. BUSINESS INTERRUPTION. 
LOST DATA. LOSS OF BUSINESS INFORMATION. AND THE UKEI ARIS- 
ING OUT OF THE POSSESSION. USE. OR MALFUNCTION OF THIS PROD- 
UCT, INCLUDING WITHOUT LIMITATION, DAMAGE TO PROPERTY AND. 
TO THE EXTENT PERMITTEO BY LAW. DAMAGES FOR PERSONAL 
INJURY. EVEN IF LUCASARTS OR A LUCASARTS AUTHORIZED REPRE- 
StNTATIVE HAS 8EEN ADVISED OF THE POSSIBILITY OF SUCH 
^ DAMAGES OR LOSS. SOME JURISDICTIONS DO NOT ALLOW THE 
LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATION 
OR EXCLUSION MAY NOT APPLY TO YOU. 

YOU AGREE THAT THE LIABILITY OF LUCASARTS 
■X ARISING OUT OF ANY KIND OF LEGAL CLAIM 



(WHETHER IN CONTRACT, TORT, OR OTHERWISE) 
WILL NOT EXCEED THE AMOUNT YOU ORIGINALLY 
PAID FOR THE USE OF THE SOFTWARE. YOU AGREE TO 
WAIVE ANY RIGHT TO EQUITABLE RELIEF. INCLUDING, 
WITHOUT LIMITATION. ANY INJUNCTIVE RELIEF, TO 
ENFORCE THE TERMS HEREOF. THE PARTIES ACKNOWLEDGE 
THAT THE LIMITATIONS OF LIABILITY IN THIS AND OTHER PRO- 
VISIONS OF THIS AGREEMENT AND THE ALLOCATION OF RISK 
HEREIN ARE AN ESSENTIAL ELEMENT OF THE BARGAIN BETWEEN 
THE PARTIES, WITHOUT WHICH LUCASARTS WOULD NOT HAVE 
ENTERED INTO THIS AGREEMENT. LUCASARTS' PRICING REFLECTS 
ALLOCATION OF RISK AND THE LIMITATION OF LIABILITY SPEC1- 
HEREIN. 

IIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. AND YOU 
HAVE OTHER RIGHTS DEPENDING QN THE LAWS IN YOUR STATE 
This Agreement is governed in all respects by the laws of the State of 
California os such laws are applied to agreements entered into and to bit 
rformed entirely within California between California residents, end 
j hereby consent to peisonol jurisdiction in California This Agreement 
I not be governed by the United Nations Convention on Contracts for 
i International Sell of Goods, the application of which is expressly 
Eluded. You and LucasArts each agree that any claim or controversy 
unn out of this Agreement or the Software shall be settled by expedil- 
tunding arbitration in accordance with tho rules of the American 
'~ation Association Such arbitration shall take place in Mann 
nirrty, California, and you waive any claim that such forum is inconven- 
ient. Any such claim or controversy shall be arbitrated solely on an indi- 
fisl basis and shall nor be consolidated with a claim of any other 
ty. The arbitrator may not change the terms of this Agroemoni. The 
motor may award injunctive or other equitable relief to enforce the 
terms hereof; provided, however, that no injunctive or equitable relief 
be awarded that would enjoin or impair LucasArts' rights or ability 
(tribute or otherwise market, advertise, promotB or exploit the 
vara. If it is judicially determined that any cloim or controversy sris- 
ut of or related to this Agreement or the Software cannot be settled 
by expedited binding arbitration as noted above, thon you agree that 
•ny such claims or controversies shall be brought and maintained in 
the state courts located within the County of Merin, State of ■■ 

California or the federal courts of tho Northern District of A 

California, and you waive any claim that either such forum is ^m 
inconvenient. The foregoing shall not preclude LucasArts 
'torn socking any injunctive or other relief for protection 
ol LucasArts' intellectual property rights or similar 
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rights in any court at competent jurisdiction. Because 
LucasArta would be irreporobty damaged if the terms 
ol this Agreement were not specrlically enforced, you 
agree that LucasArts shall be entitled, without bond, other 
security or prool ol damages, to appropriate equitable reme- 
dies with rospect to breaches of this Agreement, in addition to 
such other remedies bs LucasArts may otherwise have under 
applicable; laws. The prevailing party In any action to enforce this 
Agreomont shall be entitled to recover costs and expenses includ- 
ing, without limitation, reasonable attorney's fees. LucasArts shall 
have the right, but not the obligation, to defend or settle, at its option, 
ony action or proceeding arising (ram a claim that your pormiTtod use of 
the Software infringes or misappropriates any patent, copyright, or other 
ownership o' a third party. You agree to provide LucasArts with written 
notice of any such claim within ten HOI business days of your first 
knowledge thereof and to provide reasonable assistance in the defense 
of such claim LucasArts shall hive sole discretion and control over the 
defense or settlement of such claim, unless it declines to defend or set- 
tle such claim, in which case you are free to pursue such course ol 
action as you reasonably determine. LucesAils is under no obligation 
hereunder to indemnify or hold you harmless with respect to any 
actions, proceedings or claims. In the event of such a claim, or rf 
LucasArts believes auch a claim is likely, LucesArts may (it procure for 
you the right to continue using the Software; (u) modify the Software so 
thot it becomes non-intnnging; or, (ml terminate this Agreement You 
agree to comply with any court judgment or other conditions imposed on 
you or LucasArts as a result of an allegation of patent 01 copyright 
infringement (whether by court order, agreement or otherwise), whether 
or not such judgment or conditions contradict the conditions of this 
Agreement. Including without limitation, ceasing use of the Softwaro 

If any provision of this Agreement is held to be invalid or unenforce- 
able, such provision shall be struck and the validity and enfoiceabllity of 
the remainder of this Agreement shall in no way be affected or impaired 
thereby and such provision shall be enforced to the maximum extent 
possible so as to effect the intent of tfia parties and shall be reformed 
without further action by the parties to tho extent necessary to make 
such provision valid and enforceable LucasArts' failure to act with 
aW respect to a breach by you or others does not waive LucasArts' 
right to eel with respoct to subsequent or similar breaches, nor 
will any single or partial exercise of any right herounder pre- 
clude further exercise of any other right hereunder This 

Agreement sets forth the entire understanding and 
V agreement between you and LucasArts with respeci 



to the subject matter heroof. Excopt as provided 
heroin, this Agreement may not be amended except in 
a writing signed by both parties, provided, howover, that 
LucesArts hos the right, without notice and/or without a 
writing signad by both parties, to amend this Agreement in 
connection with any modifications or updates to the Software. 

The license term shall commence bs of the date you install or 
otherwise use the Software. You may terminate this license by dis- 
posing ol the Softwaro. Without prejudice to any other rights of 
LucasArts, this Agreement will terminate automatically if you fall to 
comply with its terms and conditions In such event, you must destroy all 
copies of tho Software and all its component parts. Your disposal or 
destruction of the Software and any componont parts must be done in 
ordance with applicable law Except for the license granted herein 
as oxpresf.lv provided herein, the terms of tins Agreement will sur- 
tarminBtion. 
II the Softwaro is acquired under agreement with the U.S. govern- 
nt or any agency or instrumentality thereof, it is acquired as "com- 
rcial computei software" subject to the provisions hereof, as speci- 
I in 48 CFH 12 212 of the FAR and, il acquired 'or Department of 
inse (DoO) units, 48 CFR 227-7202 of tho OoD FAR Supplement, or 
ions succeeding thoreto. 

isArts end the LucasAits logo aro registered trademarks of 

osfilm Ltd. i$ 2004 Lucasfilm Entertainment Company Ltd. or Lucasfilm 

& ® or TM as indicated. All rights rosorved. 

t game and manual are each a work of fiction. All of the characters, 
nta, locations, logos, and ontitios portrayed in this game are fictional. 
J resemblance to real persons, living or dead, or actual events, is 
rely coincidental 

LucasArts, a division of 

Lucaifilm Entertainment Company Ltd. 

P.O. Box 10307 

San Rafael, CA 94912 




Him unc 

Luc as Arts has set up a variety or services id provide 
you wiuVinformation about our latest games, hint and 
gamoploy assistance, and technical support 

U.S. 

II you need a him, you may call our automated Him Linn. This 
service costs SI 99 par minute, requires a touch -tout! phone, and 
you must be at least 18 years old or havo a parent s permission to 
call. The number is I -900 -329- JEOi (1-900-329-5334) The option to 
speak with a live Him Operator is also available from this number. Hint 
line operators are available during regular business- hours. Monday- 
Friday, 9:00 a.m. to $00 p.m. (Pacific Standard Time) (Average call length 
Is throe minutes.) 

CANADA 

Our Hint Una is also available to our Canadian customers. This service 
costs SI .99 (US ) per minute, requires a touch tone phone, and ynu must 
be at least 18 years old or havo a parent's permission to call The num- 
ber is 1-900-451 -JEOI (900-451 -5334). Hint line operators are available 
during regular business hours, Monday- Friday, 9:00 a.m. to 6:00 p.m, 
(Pacific Standard Time). (Average call length is three minutas.) 

LUCASARTS RESERVES THE RIGHT TO DISCONTINUE THE HINT LINE 
AT ANY TIME AND WITHOUT NOTICE. 

ujhcrc to nno us onunc 

Visit the LucasArts Technical Support Web site at 8uppoit.lucasaits.com 
where you can receive online technical support through Yoda's Help 
Desk, browse technical documents, or leave a message for an on-line 
representative. 

YOGA'S HELP DESK 

Yoda's Help Desk, an Interactive knowledge base, is available in the Tech- 
nical Support section ol the LucasArts Web site at suppoitlucasarts.com 
Yode's Help Desk offers solutions to technical issues based on information 
you provide. You can receive technical support 74 hours a day, seven days 
a week. If Yoda's Help Desk is unable to provide a solution to your prob- 
lem, you can send en e-mail message to an online representative. 



TCCHniCflL SUPPORT 

pHonc numecR 

Thla number is lor technical assistance only Hints will not 
be grvtn out over the Technical Support line. You can reach 
our Technical Support department by calling 1-415-507-4545 
We are available to help you Monday-Friday. 9:00 a.m.- 6:00 n m 
(Pacific Standard Time). 



TCCHniCflL SUPPORT fflX 

We alio offer the option of faxing us with your questions at: Ml 5-507- 
0100 When sanding a fax, include youi name, fax number with area 
code, and a voice phono number to contact you In case we experience 
problems faxing you back. 

TCCHniCflL SUPPORT mfllLinc flODRCSS 
You can alio mail us directly ar LucasArts, a division of Lucashlm 
I ritmainment Company Ltd. , P.O. Box 10307. Sen Rafael. CA 94912. 
Attn ' Product Support. 

LUCA8RRTS COlTiPRnV STORE 
Safe, quick, convenient shopping is just a click away. Visit our secure 
(mime itore at storolucasarts.com tor great deals on games and unique 
•tenia you won't find anywhere else-hats, T- shirts and much mora. Order 
unlme or call toll-free at l -888-LEC- GAMES. (Technical support is not 
i¥iU*bl§ on this lino,) 



•oft, Xbox and the Xbox logos are wither registered 
narks or trademarks of Microsoft Corporation in 
8 and/or in other countries. a 
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